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About Photosensitive Seizures 

A very small percentage of people may experience a seizure when exposed to 
certain visual images, including flashing lights or patterns that may appear in 
video games. Even people who have no history of seizures or epilepsy may 
have an undiagnosed condition that can cause these “photosensitive epileptic 
seizures” while watching video games. 

These seizures may have a variety of symptoms including: lightheadedness, 
altered vision, eye or face twitching, jerking or shaking of arms or legs, 
disorientation, confusion, or momentary loss of awareness. Seizures may also 
cause loss of consciousness or convulsions that can lead to injury from falling 
down or striking nearby objects. 

Immediately stop playing and consult a doctor if you experience any of these 
symptoms. Parents should watch for or ask their children about the above 
symptoms—children and teenagers are more likely than adults to experience 
these seizures. 

The risk of photosensitive epileptic seizures may be reduced by: 

• sitting farther from the television screen, 

• using a smaller television screen, 

• playing in a well-lit room, and 

• not playing when you are drowsy or fatigued. 

If you or any of your relatives have a history of seizures or epilepsy, consult 
a doctor before playing. 

Avoid Damage to Your Television 

Do not use with certain televisions. Some televisions, especially front- or 
rear-projection types, can be damaged if any video games, including Xbox 
games, are played on them. Static images presented during the normal course 
of game play may “burn in” to the screen, causing a permanent shadow of the 
static image to appear at all times, even when video games are not being 
played. Similar damage may occur from static images created when placing 
a video game on hold or pause. Consult your television owner’s manual to 
determine if video games can be safely played on your set. If you are unable 
to find this information in the owner’s manual, contact your television dealer 
or the manufacturer to determine if video games can be played on your set. 

Other Important Health and Safety Information 

The Xbox Instruction Manual contains important safety and health information 
that you should read and understand before using this software. 

Unauthorized copying, reverse engineering,transmission,public performance, 
rental, pay for play, or circumvention of copy protection is strictly prohibited. 


Microsoft, Xbox, and the Xbox Logos are either registered trademarks or trademarks of Microsoft 
Corporation in the United States and/or other countries and are used under license from Microsoft. 
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WHO IS THE FASTEST AND BRAVEST OF THEM ALL? 

The innumerable disciplines of motorsport make it difficult, if not impossible, for even 
the most passionate and sawy fan to determine. What if they all raced head-to-head, 
on one track and with the same equipment? There could be no dispute or excuses. 

A BATTLE BETWEEN RIDERS, DRIVERS AND NATIONS. 

Created by IMP (International Media Productions) partners Michele Mouton and 
Fredrik Johnson in 1988, The Race of Champions™ was originally grounded in rally 
racing. The ROC Rally Masters competition was an immediate success, as it provided 
rally drivers the chance to duel side-by-side on the first ever parallel track in fast and 
fierce elimination rounds and in front of thousands of cheering fans. 

While the Rally Masters remains the format for the ROC Championship final, the ROC 
weekend now includes the "Nations Cup" an entirely new concept in racing. Quickly 
becoming the pinnacle of motorsport. The Nations Cup allows countries to send their 
best motorcycle, off-road and circuit drivers to compete head-to-head in some of the 
most sophisticated off-road cars ever made. 

Overall points decide the Nations Cup, and the fastest drivers from this contest will go 
on to compete for the individual ROC Championship. 

THE ONLY EVENT TO PUT THE WORLD'S BEST AUTO AND MOTORCYCLE RACERS 
INTO IDENTICAL CARS ON AN IDENTICAL CIRCUIT. 


Menu Navigation 

• Select Menu Option 

• Accept Menu Selection 

• Cancel Menu Selection 


Leftthumbstick or Directional Pad 
A button 

BACK or B button 


In-Game Controls 

This is the default controller configuration. You can change the 
controller configurations from the Gameplay Settings option under the 
Player Profile screen. 


Steer 

Left thumbstick 
or Directional pad 



Accelerate 

Right Trigger 

• Shift Up 

Y button 

Shift Down 

X button 

• Brake 

Left Trigger 

Handbrake 

A button 

• Change Camera View 

White button 

Rear View 

Black button 

• Reverse 

B button 

Respot 

BACK button 

• Pause 

START button 


Not surprisingly, The Race of Champions is considered, by competitors and fans alike, 
to be a true "Masters of Motorsport" event. It provides the sole opportunity for racing's 
elite to put their raw talents on the line for their countries and for themselves 


Fredrik Johnson 
President 

International Media Productions. 


Note: Rally Fusion™: Race of Champions™ supports the Thrustmasters 360 
Modena Racing Wheel. 

Rally Fusion™: Race of Champions™ uses an auto-load and auto-save feature. 

Warning: 

• It is advised that you do not insert or remove accessories once the power is 
turned on. 



Current Times 



Position and/or lap 
Distance to/from leader 

Gear Indicator 
Speed and Tachometer 


Navigator Icons 


Damage Meter 




• Return To Race Takes you back into the current game. 

• Options Here you can turn the Name Icons On/Off, adjust the 

volume of the Co-Driver Speech and Sound FX, change 
the Controller Configuration and turn Vibration On/Off 

• Quit Quit the current race and return to the MAIN menu. 



Came Miles 
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Race of Champions mode allows players to enter the annual Race of 
Champions event held in Gran Canaria. Within this mode, players can work 
alone or join forces in a team to try to win one of two competitions: 

• Race of Champions 

• Nations Cup 

The Race of Champions is a single player event, whilst the Nations Cup allows 
a team of up to three human players to join forces. 

Race of Champions 

If the player chooses to enter the Race of Champions, they will have the 
opportunity to race it at three levels of difficulty: 

• Class C 

• Class B 

• Class A 

Each level of difficulty features its own variation on the 
Gran Canaria circuit, its own selection of Al drivers and its own 
selection of eligible cars. 

Progression in Race of Champions 

When the player first begins playing the Race of Champions event, the only 
difficulty setting available will be Class C. Winning the Class C Race of 
Champions will unlock the Class B version. Winning that will unlock the 
Class A version. 

Nations Cup 

The Nations Cup is a competition that can be entered by a team of 
between 2-3 players. In this mode, eight teams participate in a knockout 
competition, with drivers from each team taking turns between heats. 

If the players choose to enter the Nations Cup, they will have the 
opportunity to race it at three levels of difficulty: 






Each level of difficulty features its own variation on the Gran Canaria 
circuit as well as its own selection of eligible cars. However the same 
teams of drivers are competing across the three difficulty levels. 

Progression in Nations Cup 

At first, only the Class C version of the Nations Cup will be available. 
Winning that will unlock the Class B version and winning that will unlock 
the Class A version. 


Custim Champimship 

This gives players the ability to setup their own championships for use in 
single or multiplayer. Three different championship types are available 

•Rally 

• Rally Cross 

• Circuit 


Players can select the number of races in the championship, as well as the 
tracks themselves and the cars used. 


RIG Challenge Mile 


In this mode of play, the player begins with a small selection of vehicles at an 
entry level of competition. Through repeated races, the player will win 
trophies, earn better vehicles and reach higher levels of competition. 

Upon selecting ROC CHALLENGE players will be prompted to either start a 
new game or continue an existing one. ROC Challenge can only be played 
provided the player creates a player profile that is saved onto the Hard Drive. 
The player profile records the player's progress throughout ROC Challenge, as 
well as recording a range of data across all the tracks and event types. 

Note: See also the section on Player Profile on page 19. 



The world map screen is the hub for the 
entire ROC Challenge. From this single 
screen the player can carry out a number of 
tasks. They include: 

Enter a challenge 
Configure your options 
See the Records 
See your Trophies 





Challenge Types 

ROC Challenge features a range of challenges that are unlocked over time in 
accordance with the player's success. The following list details all of the 
different types of challenges that players will participate in: 

Duel Challenge 

A Head to Head challenge is a race between two drivers in identical cars 
around the Gran Canaria course. 

Rally Challenge 

Rally Challenge features a single car driving through a rally course in an 
attempt to record the fastest time. 

Circuit Challenge 

Circuit Challenge features four drivers racing around a circuit for a 
number of laps, each trying to finish first and beat their opponents. 

Rally Cross Challenge 

Rally Cross Challenge features three drivers racing through a rally course 
in an attempt to finish first and beat their opponents. 

Driving Challenge 

The Driving Challenge pits drivers against the clock in an attempt 
to record the best time around an automotive obstacle course filled 
with challenges. 

Note: See also the section of Driving Tips in Driving Challenge on page 20 
of this manual. 

Hill Climb Challenge 

Hill Climb Challenge features a single cartraversing a dangerous 
mountain road in an attempt to record the fastest time - without falling 
from the mountain. 

Elimination Challenge 

A four-driver knockout challenge that takes place on circuit stages. At 
each lap around the course the last placed driver is eliminated, continuing 
until it's a two-car sprint to the finish line and to victory. 

Follow the Leader Challenge 

In this mode, each participating driver has a "health bar" that depletes 
whenever that driver is not in the lead. When this bar is exhausted the driver 
is eliminated from the race. It's a constant fight for first place and survival 
with this mode. 
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Race of Champions 

The annual knockout tournament held in Gran Canaria. Racing in identical cars, 
this championship is a true test of driver skill, as each competitor must beat 
their opponents over three heats of head to head racing in order to win the title. 

Progression in ROC Challenge Mode 

ROC Challenge consists of three levels of difficulty: Class C, Class B and Class 
A. In order to progress to the next level of difficulty, players must win a range 
of events as well as participate in the final Race of Champions Championship. 
Hone your skills through these challenges in your quest to become the Race of 
Champions champion. 

Trophy List 

During the course of ROC Challenge, the player will win a large and varied 
number of trophies. These trophies are mostly awarded on winning a challenge, 
whilst a few are awarded under special circumstances only. 

Special Trophies 

In addition to trophies you get when winning a challenge, there are six 
more trophies that players can win. These trophies are only awarded under 
special circumstances: 

Wrecker Trophy 

This trophy is awarded only once and is given when the player completely 
wrecks a car for the very first time, through the vigorous challenges of 
Rally Fusion™: Race of Champions™. 

Veteran Trophy 

This trophy is awarded only once and is given when the player has driven over 
a certain mileage during ROC Challenge. 

King Of The Hill Trophy 

This trophy is awarded only once and is given when the player has won all 
of the hill climb challenges in ROC Challenge. 

Technical Excellence Trophy 

This trophy is awarded only once and is given when the player has won all 
of the driving challenges in ROC Challenge. 

Champion of Champions Trophy 

This trophy is awarded only once and is given when the player has won all 
of the Race of Champions Championships in ROC Challenge. 

No Claims Bonus Trophy 

This trophy is awarded only once and is given when the player reaches a 
certain mileage with any of their cars. Bear in mind that the mileage on a car 
is reset to zero when that car is wrecked. Don't forget that while it's fun to 
watch your car fall apart, you will only succeed in Rally Fusion™: Race of 
Champions m by not wrecking your car. 


luick Race 



Depending on the number of players selected 
plus your progression in ROC Challenge Mode, 
the following Quick Race modes will be available 
in varying form. 

Note: As well as in ROC Challenge mode, 
the players have the option to define their 
own profiles upon entering Quick Race. 

See also the section on Player Profiles 
on page 19. 


Race of Champions 

The annual knockout tournament held in Gran Canaria. Racing in identical 
cars, this championship is a true test of driver skill, as each competitor 
must beat their opponents over three heats of head to head racing in order 
to win the title. 

Rally 

Rally Challenge features a single car driving through a rally course in an 
attempt to record the fastest time. 

Rally Cross 

Rally Cross Challenge features three drivers racing through a rally course 
in an attempt to finish first and beat their opponents. 

Circuit 

Circuit Challenge features four drivers racing on a circuit track in an 
attempt to finish first and beat their opponents. 

Time Trial 

Time Trail features a single car driving on any of the circuit or rally tracks. 
The aim is to set the fastest time. 

Hill Climb 

Hill Climb features a single cartraversing a dangerous mountain road in an 
attempt to record the fastest time - without falling from the mountain. 

Extreme Hill Climb Mode 

This event is the combination of a Hill Climb track combined with the 
bumper to bumper race format of Rally Cross. Now a full field of cars 
must race up the treacherous course, with those who fall off being 
eliminated from the race. First across the line (or furthest race distance 
travelled) wins. 










Checkpoint Mode 

In Checkpoint Mode, a timer is introduced at each of the course's 
checkpoints. It's old fashioned arcade style gameplay as the player races 
across the course, trying to beat the clock. 

Elimination Mode 

A four-driver knockout challenge that takes place on circuit stages. At 
each lap around the course the last placed driver is eliminated, continuing 
until it's a two-car sprint to the finish line and to victory. 

Follow The Leader Mode 

In this mode, each participating driver has a "health bar" that depletes 
whenever that driver is not in the lead. When this bar is exhausted the driver 
is eliminated from the race. It's a constant fight for first place and survival 
with this mode. 



Driving Challenge 

The Driving Challenge pits drivers against the clock in an attempt 
to record the best time around an automotive obstacle course filled 
with challenges. 

Relay Mode 

A one on one race in which the drivers use different cars for each lap of 
the race. Both drivers pick a car each, the two chosen being given to each 
player. For the first lap each driver uses their chosen car. On crossing the 
finish line, each driver must stop as quickly as possible before control is 
transferred to the car chosen by their opponent. 

World Tour Mode 

World Tour Mode is a long distance endurance challenge in which players 
have to beat the clock across six different track locations, whilst also 
ensuring that their car makes it to the finish line. 

The idea behind this mode is that a continuous clock is kept through all six 
courses. Car damage now plays a crucial role because inflicting too much 
damage early on will mean that the car will not be quick enough in the 
latter stages. 

World Tour Extreme Mode 

World Tour Extreme Mode is the same as World Tour Mode but with one 
significant difference. This time, the player is racing against other cars. In 
this variation, the game rules are changed somewhat. This mode gives the 
drivers points based on how they place in each race. The winner is the 
one who finishes with the highest point total. Car damage still 
accumulates over the courses, meaning the player has to be very careful 
with their car, especially in the earlier stages. 



This level of difficulty consists of a range of smaller cars, including both classic 
rally cars and more up to date kit cars, as seen in the Race of Champions event. 

• Ford Escort Mk 1 -OpelKadett • Toyota Rav 4 

• Formule France • ROC Buggy 



Class B: 

This level of difficulty consists primarily of cars as seen in the Race of 
Champions event that have featured throughout the history of rally 
championship racing. 

• Ford Escort RS Cosworth • Peugeot 206 • Toyota Celica GT4 

• Lancia Delta Integrale • Peugeot306 ‘Toyota Corolla 

• Mitsubishi Lancer Evo • Seat Cordoba 


„ 
















Class A: 

This level of difficulty consists mostly of cars as seen in the Race of 
Champions event that are no longer eligible for the major rally championships. 
This is mostly down to the fact that these cars have so much power that most 
of them were banned. 

• Audi Quattro SI • Opel Manta • Saab 93 Turbo 4x4 

•Lancia 037 • Peugeot205T16 • Lancia Stratos 



Gran Canaria 













Inca 


Inca is a wet course set in a tropical rainforest. 
Consisting almost entirely of muddy trails, this 
course is very slippery. 


One of the most dangerous courses, 

Alpine Climb is situated within the mountains 
of a popular ski resort. 



Oceana 


Oceana is situated on a beautiful tropical Island, 
formed from volcanic rock. 


Canyon Fire 


Canyon Fire is a high speed circuit that runs 
through a dramatic canyon environment. 


Alpine Climb 




Metro 


Metro is set inside a huge park in the 
middle of a city. 


Motordome 


Motordome is a unique track set in a gigantic 
stadium with thousands of spectators cheering 










Drivers in the relevant classes below have all participated in the annual Race of 
Champions event. 


Class C: 

This level of drivers consists mainly of people for whom rally driving is not their chosen 
form of motor racing. The people listed below consist of motorcycle riders, racing car 


drivers and some drivers with rally experience. 


• Emanuele Pirro 

• Frank Biela 

• Harri Toivonen 

• J. J. Lehto 

• Jeremy McWilliams 

• Kari Tianen 

• Katja Poensgen 

• Luca Cadalora 

• Ralf Waldman 

• Troy Bayliss 

• Robby Gordon 
•Yannick Dalmas 

• Ruben Xaus 

• Tom Kristensen 

Class B: 

This level of difficulty 
in a rally car. 

consists of skilled rally drivers who have 

spent several years 

•Andrea Aghini 

• Bruno Thiry 

• Dario Cerrato 

• Flavio Alonso 

• Francois Duval 

• Gabriel Pozzo 

•Jesus Puras 

• Kenjiro Shinozuka 

• Luis Monzon 

• Marc Duez 

• Neal Bates 

• Per Eklund 

• Rhys Millen 

• Rod Millen 

• Rui Maderia 

• Yoshio Fujimoto 


Class A: 

This level of difficulty consists of what are considered to be some of the finest rally 
drivers to have ever competed in rally sport. 

• Bjorn Waldegard • Didier Auriol • Gilles Panizzi • Hannu Mikkola 

• Harri Rovanpera • Marcus Gronholm • Michele Mouton • Miki Biasion 

• Stig Blomqvist • Timo Salonen • Walter Rohrl 



player Pritile Street 

From the player profile screen players will be 
able to set up their own game play preferences. 
That includes selecting their co-driver, camera 
position and controller type. Additionally the 
player can set the controller vibration on/off. 



The options for the Player Profile Screen are: 

• Load an existing profile 

• Create a new profile 

• Delete an existing profile 



When the player has created a Player Profile, the player can then change the 
following gameplay settings: 

• Change co-driver 

• Change the race camera 

• Switch vibration on or off 

• Change controller layout 




















When the options screen is accessed the following 
headings will be available for selection. 

The options for the Options Screen are: 

• Accept current settings 

• Set co-driver volume 

• Set sound effects volume 

• Set music volume 

• Toggle Auto-Save feature 

• Save options 

• Adjust screen centering 

• See Credits 



There are a number of different challenges the player faces during 
Driving Challenge. 


Forward and Reverse Slalom. To complete this the player must drive their car 
forwards or backwards through each of the designated slalom gates. Players 
should avoid hitting the red penalty flags that are positioned on either side of 
each slalom gate. When completing a reverse slalom, players should use the 
look back button to see where they are going. 

Forward and Reverse Park. To complete this the player must drive their car 
forwards or backwards into the designated parking area marked with red penalty 
flags. Once safely inside, the player must remain in the parking area for 2 seconds 
before the challenge is completed. 

Forward and Reverse Truck Load. This is the same as the parking challenges. 
However, things are made slightly more difficult by the fact that the parking area 
is situated on the trailer of a truck. 


360 and 720 Spin. To complete this the player must drive onto the designated 
platform and perform the required spin. This can be done by holding down the 
accelerator and brake to rev the engine, then release the brake while keeping 
the wheels turned and the car will start to spin on the spot. 

Throughout each of the Driving Challenges the player will find red penalty 
flags and green bonus flags. Hitting a red flag will add a 4 second penalty to the 
player's total time, whilst a green flag deducts 2 seconds from the player's total 
time. These time bonuses and penalties are accumulated during the player's run 
and are-afplied after they cross the finish line. The best players will be able to 
complete the driving challenges without hitting any red penalty flags. 
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Drivers 

Emanuele Pirro, Frank Biela, 
Harri Toivonen, J. J. Lehto, 
Jeremy McWilliams, 

Kari Tianen, Katja Poensgen, 
Luca Cadalora, Ralf Waldman, 
Robby Gordon, Ruben Xaus, 
Tom Kristensen, Troy Bayliss, 
Yannick Dalmas, 

Andrea Aghini, Bruno Thiry, 
Dario Cerrato, Flavio Alonso, 
Francois Duval, Gabriel Pozzo, 
Jesus Puras, 

Kenjiro Shinozuka, 

Luis Monzon, Marc Duez, 

Neal Bates, Per Eklund, 

Rhys Millen, Rod Millen, 

Rui Maderia, Yoshio Fujimoto, 
Bjorn Waldegard, 

Didier Auriol, Gilles Panizzi, 
Hannu Mikkola, 

Harri Rovanpera, 

Marcus Gronholm, 

Michele Mouton, 

Miki Biasion, Stig Blomqvist, 
Timo Salonen, Walter Rohrl 



Manufacturers and Teams 

PEUGEOT CARS: 

PEUGEOT SPORT 
PEUGEOT PORTUGAL, GRIFONE 

TOYOTA CARS: 

TOYOTA MOTORSPORTGRIFONE 
TOYOTA CANARIAS 

AUDI CARS: 

AUDI SPORT 

FIAT-LANCIA CARS: 

FIAT Spa, JOLLY CLUB 

SAAB CARS: 

SAAB AUTO US 
PER EKLUND TEAM 

ROC CARS: 

FAST & SPEED 

MITSUBISHI CARS: 

RALLIART 

SPORT COMPETICION 

OPEL CARS: 

0PELM0T0RSP0RT 

FORD CARS: 

FORD M0T0RSP0RT 
HISTORIC M0T0RSP0RT 

FORMULE France CARS: 

FFSA (Federation Frangaise du 
Sport Automobile) 

SEAT CARS: 

SEAT SPORT 
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Note: Please do not contact Customer Support for hints/codes/cheats; only 
technical issues. 

Internet/E-Mail: http://www.activision.com/support 

Our support section of the web has the most up-to-date information available. 
We update the support pages daily so please check here first for solutions. If 
you cannot find an answer to your issue you can email us using the support 
form. A response may take anywhere from 24-72 hours depending on the 
volume of messages we receive and the nature of your problem. 

Note: Internet/e-mail support is handled in English only. 


Phone: (310)255-2050 

You can call our 24-hour voice-mail system for answers to our most 
frequently asked questions at the above number. Contact a Customer Support 
representative at the same number between the hours of 9:00 am and 5:00 pm 
(Pacific Time), Monday through Friday, except holidays. 

Please do not send any game returns directly to Activision without first 
contacting Customer Support. It is our policy that game returns/refunds must 
be dealt with by the retailer or online site where you purchased the product. 
Please see the Limited Warranty contained within our Software License 
Agreement for warranty replacements. 


SOFTWARE LICENSE AGREEMENT 

USE OF THIS PROGRAM IS SUBJECT TO THE SOFTWARE LICENSE TERMS SET FORTH BELOW. “PROGRAM” INCLUDES THE 
SOFTWARE INCLUDED WITH THIS AGREEMENT, THE ASSOCIATED MEDIA, ANY PRINTED MATERIALS, AND ANY ON-LINE OR 
ELECTRONIC DOCUMENTATION, AND ANY AND ALL COPIES AND DERIVATIVE WORKS OF SUCH SOFTWARE AND MATERIALS. 

BY OPENING THIS PACKAGE, AND/OR USING THE PROGRAM, YOU ACCEPT THE TERMS OF THIS LICENSE WITH ACTIVISION, INC. 
(“ACTIVISION”). 

LIMITED USE LICENSE. Activision grants you the non-exclusive, non-transferable, limited right and license to use one copy of this 
Program solely and exclusively for your personal use. All rights not specifically granted under this Agreement are reserved by Activision. 

This Program is licensed, not sold. Your license confers no title or ownership in this Program and should not be construed as a sale 
of any rights .in this Program. 

OWNERSHIP. All title, ownership rights and intellectual property rights in and to this Program and any and all copies thereof (including but 
not limited to any titles, computer code, themes, objects, characters, character names, stories, dialog, catch phrases, locations, concepts, 
artwork, animation, sounds, musical compositions, audio-visual effects, methods of operation, moral rights, and any related documentation, 
incorporated into this Program) are owned by Activision or its licensors. This Program is protected by the copyright laws of the United States, 
international copyright treaties and conventions and other laws. This Program contains certain licensed materials and Activision’s licensors 
may protect their rights in the event of any violation of this Agreement. 

YOU SHALL NOT: 

• Exploit this Program or any of its parts commercially, including but not limited to use at a cyber cafe, computer gaming center or 
any other location-based site. Activision may offer a separate Site License Agreement to permit you to make this Program available 
for commercial use; see the contact information below. 

• Sell, rent, lease, license, distribute or otherwise transfer this Program, or any copies of this Program, without the express prior 
written consent of Activision. 

• Reverse engineer, derive source code, modify, decompile, disassemble, or create derivative works of this Program, in whole or in part. 

• Remove, disable or circumvent any proprietary notices or labels contained on or within the Program. 

• Export or re-export this Program or any copy or adaptation in violation of any applicable laws or regulations. 

LIMITED WARRANTY. Activision warrants to the original consumer purchaser of this Program that the recording medium on which the 
Program is recorded will be free from defects in material and workmanship for 90 days from the date of purchase. If the recording medium 
is found defective within 90 days of original purchase, Activision agrees to replace, free of charge, any product discovered to be defective 
within such period upon its receipt of the Product, postage paid, with proof of the date of purchase, as long as the Program is still being 
manufactured by Activision. In the event that the Program is no longer available, Activision retains the right to substitute a similar program 
of equal or greater value. This warranty is limited to the recording medium containing the Program as originally provided by Activision and 
is not applicable to normal wear and tear. This warranty shall not be applicable and shall be void if the defect has arisen through abuse, 
mistreatment, or neglect. Any implied warranties prescribed by statute are expressly limited to the 90-day period described above. 

EXCEPT AS SET FORTH ABOVE, THIS WARRANTY IS IN LIEU OF ALL OTHER WARRANTIES, WHETHER ORAL OR WRITTEN, EXPRESS 
OR IMPLIED, INCLUDING ANY WARRANTY OF MERCHANTABILITY, FITNESS FOR A PARTICULAR PURPOSE OR NON-INFRINGEMENT, 

AND NO OTHER REPRESENTATIONS OR CLAIMS OF ANY KIND SHALL BE BINDING ON OR OBLIGATE ACTIVISION. 

When returning the Program for warranty replacement please send the original product disks only in protective packaging and include: 

(1) a photocopy of your dated sales receipt; (2) your name and return address typed or clearly printed; (3) a brief note describing the defect, 
the problem(s) you are encountering and the system on which you are running the Program; (4) if you are returning the Program after 
the 90-day warranty period, but within one year after the date of purchase, please include check or money order for $20 U.S. currency per 
game disc replacement. Note: Certified mail recommended. 

In the U.S. send to: Warranty Replacements, Activision, Inc., P.0. Box 67713, Los Angeles, California 90067. 

LIMITATION ON DAMAGES. IN NO EVENT WILL ACTIVISION BE LIABLE FOR SPECIAL, INCIDENTAL OR CONSEQUENTIAL DAMAGES 
RESULTING FROM POSSESSION, USE OR MALFUNCTION OF THE PROGRAM, INCLUDING DAMAGES TO PROPERTY, LOSS OF GOODWILL, 
COMPUTER FAILURE OR MALFUNCTION AND, TO THE EXTENT PERMITTED BY LAW, DAMAGES FOR PERSONAL INJURIES, EVEN IF 
ACTIVISION HAS BEEN ADVISED OF THE POSSIBILITY OF SUCH DAMAGES. ACTIVISION'S LIABILITY SHALL NOT EXCEED THE ACTUAL 
PRICE PAID FOR THE LICENSE TO USE THIS PROGRAM. SOME STATES/COUNTRIES DO NOTALLOW LIMITATIONS ON HOW LONG AN 
IMPLIED WARRANTY LASTS AND/OR THE EXCLUSION OR LIMITATION OF INCIDENTAL OR CONSEQUENTIAL DAMAGES, SO THE ABOVE 
LIMITATIONS AND/OR EXCLUSION OR LIMITATION OF LIABILITY MAY NOT APPLY TO YOU. THIS WARRANTY GIVES YOU SPECIFIC LEGAL 
RIGHTS, AND YOU MAY HAVE OTHER RIGHTS WHICH VARY FROM JURISDICTION TO JURISDICTION. 



TERMINATION. Without prejudice to any other rights of Activision, this Agreement will terminate automatically if you fail to comply with its 
terms and conditions. In such event, you must destroy all copies of this Program and all of its component parts. 

U.S. GOVERNMENT RESTRICTED RIGHTS. The Program and documentation have been developed entirely at private expense and are 
provided as “Commercial Computer Software” or “restricted computer software.” Use, duplication or disclosure by the U.S. Government 
or a U.S. Government subcontractor is subject to the restrictions set forth in subparagraph (c)(1 )(ii) of the Rights in Technical Data and 
Computer Software clauses in DFARS 252.227-7013 or as set forth in subparagraph (c)(1) and (2) of the Commercial Computer Software 
Restricted Rights clauses at FAR 52.227-19, as applicable. The Contractor/ Manufacturer is Activision, Inc., 3100 Ocean Park Boulevard, 
Santa Monica, California 90405. 

INJUNCTION. Because Activision would be irreparably damaged if the terms of this Agreement were not specifically enforced, you agree 
that Activision shall be entitled, without bond, other security or proof of damages, to appropriate equitable remedies with respect to 
breaches of this Agreement, in addition to such other remedies as Activision may otherwise have under applicable laws. 

INDEMNITY. You agree to indemnify, defend and hold Activision, its partners, affiliates, contractors, officers, directors, employees and 
agents harmless from all damages, losses and expenses arising directly or indirectly from your acts and omissions to act in using the 
Product pursuant to the terms of this Agreement. 


MISCELLANEOUS. This Agreement represents the complete agreement concerning this license between the parties and supersedes all 
prior agreements and representations between them. It may be amended only by a writing executed by both parties. If any provision of this 
Agreement is held to be unenforceable for any reason, such provision shall be reformed only to the extent necessary to make it enforceable 
and the remaining provisions of this Agreement shall not be affected. This Agreement shall be construed under California law as such law 
is applied to agreements between California residents entered into and to be performed within California, except as governed by federal 
law and you consent to the exclusive jurisdiction of the state and federal courts in Los Angeles, California. 

If you have any questions concerning this license, you may contact Activision at 3100 Ocean Park Boulevard, Santa Monica, California 90405, 
(310) 255-2000, Attn. Business and Legal Affairs, legal@activision.com. 



